OPULENT OPTIONS FOR ARCANE ATTACK 


ome adventurers choose to arm themselves for 
battle using their brute strength or quickness. 
However, other individuals choose to derive their 
power from magical sources, be they arcane or 
divine. The options contained herein expand the 
repertoire of every casting class in 5th Edition 
Dungeons and Dragons, with a particular focus 
on spells with direct application in combat scenarios. These 
enchantments allow paladins to draw the fire of their 
enemies towards themselves in order to shield their allies, or 
allows a sorcerer to hold a foe in place with only their arcane 
force of will 


Cookie TASTINESS 


Level Spell School Conc. Ritual Class 
O Earthburst Evocation No No. Druid, Sorcerer, Wizard 
2 Delayed Repair Evocation No No Artificer, Cleric, Paladin 
2 Poison the Well Enchantment No No Bard, Sorcerer, Warlock, Wizard 
2 Thunder Bullet Evocation No No Ranger, Wizard 
3 Anchor Strike Evocation Yes No Artificer, Sorcerer, Wizard 
3 Enticing Taunt Enchantment Yes No Bard, Paladin, Warlock 
4 Bastion of Ice Transmutation Yes No Sorcerer, Wizard 
4 Spellsketch Abjuration Yes No Bard 
7 Meeting of the Minds Divination Yes Yes Bard, Cleric, Wizard 
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POISON THE WELL 

2nd-level enchantment 

Casting Time: 1 action 

Range: 30 feet 

Components: V, S, M (a nightshade bloom) 
Duration: 1 hour 


You attempt to turn one humanoid within range against 
another person or idea. It must make a Wisdom saving throw, 
and it does so at advantage if you and your companions are 
fighting it. If it fails the saving throw, it is charmed by you 
until the spell ends or until you or your companions do 
anything harmful to it. You may impart information to the 
charmed creature, such as the name of another person, an 
idea, or a course of action. The target maintains a negative 
view of this information for the duration of the spell and 
attempts to share this negative viewpoint with as many 
people as possible in as persuasive a manner as is possible. 

When the spell ends, the target's view on the information 
returns to what it had been prior to the spell’s casting. If the 
spell expires due to the duration running out, the target does 
not remember the spell being cast on them. 


At Higher Levels. When you cast this spell using a spell 
slot of 3rd level or higher, you can target one additional 
creature for each slot level above 2nd. The creatures must be 
within 30 feet of each other when you target them. 


SPELLSKETCH 
Ath-level abjuration 


Casting Time: 1 reaction, which you take when a creature 
you can see within 30 feet of you casts a spell 

Range: 30 feet 

Components: V, M (a notebook) 

Duration: Concentration, up to 1 minute 


Witnessing a creature in your vicinity cast a spell, you 
quickly copy it down for your own use. You may only copy 
spells that have a casting time of one action or one bonus 
action, and additionally the spell must be of 4th level or lower. 
The target spell still works as intended, though you absorb a 
fraction of its power, You retain this magical potential for one 
minute, and during that time you can cast the copied spell 
once without expending a spell slot. Once you do so, this spell 
ends. 

At Higher Levels. When you cast this spell using a spell 
slot of 5th level or higher, you may copy a spell as long as its 
level is less than or equal to the level of the spell slot you 
used. 


THUNDER BULLET 


2nd-level evocation 


Casting Time: 1 action 

Range: 90 feet 

Components: V, M (one ball bearing) 
Duration: instantaneous 


You condense your arcane energy into two condensed 
bursts of air, and fire them at a creature within range. Make a 
ranged spell attack for each burst. On a hit, the target takes 
2d8 thunder damage. If the target is currently in the air due 
to a flying speed, each burst does 3d8 damage instead. 


At Higher Levels. When you cast this spell using a spell 
slot of 3rd level or higher, you create one additional burst for 
each spell level above 2nd. 


